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LIMITED WARRANTY 



RADIO SHACK Software is licensed on an AS IS basis without warranty The original CUSTOMER S exclusive remedy, in 

the event ot a Software manufacturing defect, is its repair or replacement wrthin thirty (30) calendar days of the date of the 

;gg| Radio Shack sates document received upon license of the Sotiware The detective Software shall be relumed to a Radio Shack 

Computet Center a Radio Shack retail store, participating Radio Shack franchisee or Radio Shack dealer along with the sales 

document 

Except as provided herein RADIO SHACK MAKES NO WARRANTIES. INCLUDING WARRANTIES OF MERCHANTABILITY 
OR FITNESS FOR A PARTICULAR PURPOSE 

Some states do not allow limitations on how long an implied warranty lasts, so the above limitations ) may not apply to 
CUSTOMER 

RADIO SHACK SHALL HAVE NO LIABILITY OR RESPONSIBILITY TO CUSTOMER OR ANY OTHER PERSON OR ENTITY 
WITH RESPECT TO ANY LIABILITY, LOSS OR DAMAGE CAUSED OR ALLEGED TO BE CAUSED DIRECTLY OR INDIRECTLY BY 
SOFTWARE- LICENSED OR FURNISHED BY RADIO SHACK. INCLUDING BUT NOT LIMITED TO ANY INTERRUPTION OF 
SERVICE, LOSS OF BUSINESS OR ANTICIPATORY PROFITS OR INDIRECT. SPECIAL OR CONSEQUENTIAL DAMAGES 

Some states do not allow the limitation or exclusion ol incidental or consequential damages so the above limitation^} or 
exclusion! $) may not apply to CUSTOMER 

RADIO SHACK SOFTWARE LICENSE 

RADIO SHACK grams to CUSTOMER a non-exclusive, paid-up license to use the RADIO SHACK Software on one computer, 
subject to the following provisions 

A Except as otherwise provided in this Software License applicable copyright laws shall apply to the Software 
B Title tc the medium on which the Software is recorded (cassette ardor diskette) or stored 1ROM1 U transferred to 

CUSTOMER but not title to the Software 
C CUSTOMER shall not use, make manufacture, or reproduce copies of Software except lor use on one computer and as is 

specifically provided in this Software License Customer is expressly prohibited from disassembling the Software 
CUSTOMER is permitted to make additional copies of the Software only lor backup or archival purposes or if additional 

copies a re required in the operation of one computer with the Sottware but only to the extent the Software allows a backup 

copy lo be made 
E All copyright notices shall be retained on ail copies ol the Software 

The warranties granted herein give the original CUSTOMER specific legal nghts. and the oria Iml CUSTOMER may have 
other nghts which vary trom state to State 
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Introduction 

Have you ever wondered about those people who sit in smoke-filled rooms 
with rolled-op sleeves and beads of perspiration on their brows, drinking 
pot after pot of strong, bfack coffee and playing Gin into the wee hours of 
the morning? Now you, too, can become part of this fascinating and com- 
pulsive obsession, using the TRS-80 Color Computer Gfn Champion. 

Gin Champion is for beginners who want to practice basic technique or 
seasoned players who want to brush up on cut-throat tactics and advanced 
sneaky maneuvers. You can play 16 different versions of gin at ten different 
skill levels, ranging from innocent novice to hard-core "pro." The Gin Cham- 
pion will never call a misdeal on you, nor will it suddenly yawn and proclaim 
that it's "too tired to play another round" when you manage to deal it a lousy 
hand. 

Beware, though you could find yourself shouting wildly at the computer, 

because the Gin Champion will make you struggle for every point! Don't be 
discouraged— with a lot of practice, you can become a master of the game! 



Required Equipment 

To take on the Gin Champion, you'll need this equipment: 

• The TRS-80 1 6K Color Computer 

• A pair of TRS-80 Joysticks (optional) 

Loading Gin Champion 

To load Gin Champion, follow these simple instructions: 

1 . Make sure your Color Computer is correctly connected to the television 

and the set is tuned to channel 3 or 4. 

2 . Insert the G'tn Champion Program Pak™ into the slot on the right side of 

the computer. 

3 . Turn on the computer, then the television. Adjust the television volume to 

a comfortable level. 

4 . If you want to use joysticks, make sure that a joystick is securely inserted 

into the Left Joystick connection at the rear of the computer. 

5 , The title of the program will appear briefly, and then you will see the open- 

ing options. 



Using the Joysticks 

If you want to use joysticks while you play, keep in mind these points: 

Hold the joystick with the button away from you. Moving the joystick to the 
right or left writ cause the cursor to move in the same direction. Moving the 
foystjck towards or away from yourself will ■'mark" a card to be moved or 
mil move the card (you'll see more about this later). Pressing the button'on 
the joystick is the same as pressing C ENtER l on the keyboard 
Throughout the manual, we'll tell you to press C ewTeh i . but if you're us- 
ing joysticks, you'll know to press the button instead. 

You can activate or cancel use of the joystick by pressing CD at any time 
during a game. 

Color Choices 

There are two color schemes in which you can play. Pressing QE will 
change the screen from one color scheme to the other. 
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Playing Options 

At the outset, you have two big decisions to make: the skill level at which 
you'll play, and the type of Gin you'll play. Notice the top right of the screen. 
When you foad the program, you are automatically placed at Level 1. This is 
the simplest level at which you can play. To increase the skill level, press 
the CD key until the screen shows the level you want. To decrease the skill 
fevel, use the CD key in the same way. {Hint: you can jump from Levef 1 to 
Level 10 by pressing the CD key once, or jump from Level 10 to Level 1 by 
pressing the CD key once.) 

Next, choose the type of Gin you'll play. There are four types of Gin which 
you may choose in any combination: 

fo~3— Oklahoma Gin. In this version, the "knocking" score is not necessarily 
ten, but is the same number as the first card turned up at the beginning of 
the hand (or ten if the first-up card is a King, Queen, or Jack). 

(3D— Runs Around the Corner. With this version, your Ace may "run around 
the corner," meaning you may meld such runs as Q-K-A or K-A-2, 

CD— Laying Off on Gin. Normally, you may not play your un melded cards on 
your opponent's cards if the opponent has gone "Gin," but with this option, 
you can lay off as many cards as possible on a Gin. 



(S-Spades Double. Playing this version, if the f irst-up card is a spade alf 
the scores for that hand (including bonus scores) are doubled. Scoring is 
discussed fater. a 

To choose any or all of these options, press the letter for the option you 
want. The title of that option will appear on the screen, (If you press the let- 
ter again, the title will disappear.) Now, press rENTinrt The letter for your 
chosen option will change from blue to red to show that it has been chosen. 

If you change your mind, you can cancel the option by repeating the above 
process. For instance, if you chose and then decided not "to play 
Oklahoma Gin after all, you would type CE and press CFirmn to cancel 
the option. The would change from red back to blue. 

To play standard Gin Rummy, do not choose any options. When you have 
chosen a skill level and type of game, press CEBITO From now until the 
end of the game (not the hand), you cannot change the options already 
established. Be careful when making your choices! 
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The Deal 

Once your options are chosen, press [ENTER! and the deal will begin. The 
computer will deal ten cards to itself and you, and turn over a first-up card. 
If you don't want to watch the entire deal, press CE3 immediately after press- 
ing center) , and the cards will be dealt instantfy. 

Your hand will be displayed across the bottom of the screen. The 
computer's hand will be face-down at the top left. The drawing pile and 
discard pile will be between your hand and the computer's. The right middle 
section of the screen is reserved for messages. 

The computer wilJ choose at random who plays first. After the first hand, the 
winner becomes the dealer for the next hand. When the deal is completed, a 
cursor (a) will appear under one of your cards. 



Arranging Your Cards 

Most good Gin players will arrange their cards to place melds ornear-melds 
together. You can do this using thekeyboard or joystick. We'll explain how 
to move cards by using an example: 

Suppose that you have a three-card run consisting of the 4, 5, and 6 of 
Diamonds, but they are spread throughout your hand. 
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To place them together, move the cursor first to the 5 of Esmonds. To move 
he cursor, press the QorQ key (or move the joystick to the right or left) 
When the cursor is positfoned beneath the first card you want to move 
press the CD key (or move the joystick away from you). A blue _ will appear 
beneath the card. 

Next, move the cursor to the second card you want to move-in this case 
the 4 of Diamonds— and mark it in the same way. 

Now you're ready to move the two marked cards. In our example, you would 
dothis by positioning the cursor directly beneath the 6 of Diamonds Press 
CD (or move the joystick toward yourself). The cards you marked will appear 
to the right of the 6 of Diamonds. 

Whenever you move more than one card at a time, the cards will be arranged 
from left to right in the order in which you marked them. For Instance if you 
had marked the 4 of Diamonds and then the 5, the order of the cards would 
oe 6, 4, 5. You can move one card at a time if you like. When you have ar- 
ranged your cards for the first time in the hand, press [EhTCft l to start 
playing. 



During the play, you can only arrange cards when it is your tun. If you've 
marked cards for rearrangement and then change your mind, pressing 
(EHTE'ff ] will ciear the screen of any marks. 



Playing the Game 

The player who did not deal has first chance at taking the first- up card. If 
this piayer refuses the card, the dealer gets the chance to take it. If the 
dealer also refuses the first-up card, the player must decide whether to go 
ahead and take the card or choose a card from the stack (the pile of 
face-down cards). 

Whenever It is your turn, you will see the cursor beneath either the stack or 
the up card. Use the GD and C""~D keys {or the joystick) to move the cursor to 
the stack from which you want to draw. If you get first choice at the up card 
and you want it, position the cursor beneath it and press CESXE3D - If you 
want to refuse it, position the cursor beneath the stack and press 
( ENTE F U 

During regular play, position the cursor beneath the card you wish to take, 
and press ( e n t e ft*) . That card will be taken into your hand, and the cursor 
will appear beneath one of the cards in your hand. At this point you ca n ar- 
range your cards, using the same method as you did at the beginning of the 
hand r or discard. You must discard one card each time it is your turn. 



To discard, position the cursor beneath the card you want to get rid of, and 
press CE to J E R ) . That card will be transferred, face up, to the top of the 
discard pile, and it will be the computer's turn to take your discard or a card 
from the stack. 



Knocking 

"Knocking" Is the old trick of melding enough of the cards in your hand so 
that you have less than ten pips remaining un melded (or the Knock score, if 
you're playing Oklahoma Gin). If you think you have less pips tinmeWed than 
the computer does, press QD instead of Enter when you make your discard. 

Several things could happen when you knock. For instance, if you try to 
knock when rules won't allow it, the message: ILLEGAL KNOCK will appear 
in the message area of the screen > If this happens, press [enter) to con- 
tinue playing. 

If your knock is allowed, both your hand and the computer's will be 
displayed, with all unmelded cards to the right. Press (enter ) to see your 
score and the computer's score. The score you see is the cumulative score 
for the entire game, not just this hand. Press (enterj again to see the 
cumulative bonus scores. You can see the regular score at any time during a 
hand by pressing C£) or check the bonus score by pressing CB. We'll talk 
about how a hand is scored later. 



if you knock, and the computer has less unmelded pips than you, you've 
been undercut. The message: UNDERCUT will appear fn the message area, 
with an arrow indicating the winner of the hand. Press nrNTETT) to display 
the cumulative score, and (enter) again to display the cumulative bonus 
score. By the way, the same knocking procedures apply to the computer: it 
can knock and win the hand, or be undercut, too. You'll find yourself looking 
forward to undercutting the computer and hoping if will become too anxious 
for its own good! 



Scoring 

The Gin Champion keeps two separate scores for each player— the regular 
score, and the bonus score. Here's how scoring works. 

Let's say the player who knocks has a lower total of unmelded pips (dead 
wood) than the opponent. After the opponent has layed off as many cards as 
possible, that player scores the difference between his dead wood total and 
his opponent's. When either player reaches 100 points (or 150 points in 
Oklahoma Gin), the game is over, and the player with the most points wins. 

Bonus scores are kept a bit differently. If a player knocks and is undercut, 
the player who undercut receives 25 bonus points. In addition, the player 
who undercut the knocking opponent receives (as part of his regular score) 
the difference in points between his own dead wood and the opponent's. 
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A player who goes Gin scar** 0* h„~ 

doesn't notice '(i.e., has £ T£!SKt J "" "^ 90eS Gi " ^ 
previous discard), he receives nn h™ f <0 See ft after makin 9 <he 
over-he receives only* S„ poir, s fo?^'" 9 ^ "*" the hand * 
or undercutting theopponen, 2 a ° e sc3' "T 25 b ° nUS P ° in<s 
the other player receives an extra 25 Z? and ° ne ,ai,s *° noti «. 

— . a8 we . ( as :z^z ttsxsr* 
££:: 8 :;it:r s for eve " - - - -■ 

When you play Oklahoma Oaths Z us £ „* °T ^ b ° nuS Scored - 
one «.ra "box." The bonus fiS Z*' 1 ' 25 *^ 
extra "boxes." 8 ° 6 " n m Ok| ahoma is 25 points plus two 

When you p , ay Spades ^ 
doubled. ' Q Wl ™*s regular and bonus scores are 
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tor winning the game, plus the difference between his regular score and the 
loser's regular score. 



Starting a New Hand and Winning a Game 

After you have displayed the bonus scores at the end of a hand, press 
f ENT ERJ to start a new hand. If neither player has won the game, you may 
now change the skill level for the next hand (but not the options previously 
selected). When the desired skill is displayed, press [enter) , and the 
next hand will be dealt. 

When a player wins the game by reaching 100 points (or 150 in Oklahoma 
Gin) J WIN or YOU WIN will appear in the message area of f he sc reen. Press 
( £ n Te~r~1 to display the total game scores for each piayer, and (enter) 
again to return to the options and skill level screen, from where the next 
game will start. 



Draws 

If there are only two cards left in the stack, but neither you nor the computer 
have knocked or gone Gin, the message area of the screen will display: 
DRAWN HAND. Press (ENTER) and choose a new skill level if you like. 
Press f_E_N If E BJ once more, and a new hand will be dealt. Neither player 
scores any points for a draw. 
12 



Stopping the Game 



and shuffles the cards for a new ££ Y^S,™!™"* *" SCOres 
and start a new game, or turn JS^S^£^S^S^ 
-~d» fun „ « he computer seems to be mn,C£52ES2 
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Appendix A— Standard Rules of Gin Rummy 

Since Gin is such a popular game, the Gin Champion can play several ver- 
sions of it. This appendix will help you become more familiar with some 
standard rules and variations of Gin, so that you'll always know what the Gin 
Champion is up to. However, if you have never played Gin, you might want to 
read a detailed description of the game— this appendix does not replace a 
good teacher. 



Standard Gin 

Each player is dealt ten cards face down from a standard 52-card deck. The 
next card is turned face-up, and is called the up card. The player who did 
not deal has the option of taking the up card and discarding one of his 
cards, or refusing the card. If refused, the dealer has the next choice of tak- 
ing or refusing the up card, if both players refuse the up card, the player who 
did not deal takes the top card from the unseen deck (called the stack), and 
discards one card from his hand. 

Once the first card has been played, the two players take turns in picking up 
either the up card or the down card and discarding a card from their hands 
onto the face- up stack. Each discarded card becomes the new up card. 

Play continues in this way until a player has melded enough cards in his 
hand to leave him with a "dead wood" count fun melded cards) of ten or less. 
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A "meld" is three or more cards of the same denomination (as in three Aces, 
three 4's, four Kings) or three or more consecutive cards (calfed "runs") in 
the same suit (as in the Ace, 2, and 3 of Hearts, or the 7, 8, 9, and 10 of 
Clubs). 

When a player has dead wood of ten or less, he may "knock" when he piays 
his discard. To knock, he simply shows his melds and dead wood so that the 
opponent can count up its value. Once a player has shown his melds, an op* 
ponerrt may show his own melds and then "lay off" any of his dead wood 
cards that wilJ add to one of the melds already on the table. In this way, it is 
sometimes possible to reduce your dead wood total to zero by laying off all 
of your dead wood on your opponent's melds. 

When the dead wood has been played and all melds have been put on the 
table, scoring begins. Each pteyer is penalized by the number of points re- 
maining in his hand after he has put down all melds and laid off as much 
dead wood as possible- Points conceded for each dead wood card are: 



Cards Points 


Cards 


Points 






7 


7 


King 


10 


6 


6 


Queen 


10 


5 


5 


Jack 


10 


4 


4 


10 


10 


3 


3 


9 


9 


2 


2 


8 


a 


Ace 


1 


Note: When playing 


"Runs Around the Corner,' 


1 a dead wood Ace counts 15 


points against you. 
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Oklahoma Gin 

The same rules apply in Oklahoma Gin as do in standard Gin, with the ex- 
ception of the number of points in your dead wood when you Knock. The 
"knocking score" is not always ten, but is the point value or the first-up 
card at the beginning of the hand. 

For example, if the first-up card is a King, Queen, Jack, or 10, you must have 
ten or less points unmelded to Knock. However, if the first-up card is a six, 
you cannot knock until you have six or less dead wood points in your hand. 
If the first-up card is an Ace, you may not knock with any dead wood in your 
hand— in other words, you must go Gin to win the hand. 



Runs Around the Corner 

In standard Gin, you may not meld a run including both an Ace and a King. 
However, in this version of Gin, you may meld a run such as the Ace, King, 
and Queen of Clubs, or the King, Ace, 2, and 3 of Spades. 

ff you have an Ace in your dead wood at the end of a hand in this version, you 
are penalized 15 points instead of just one point. 
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Spades Double 






Laying Off on Gin 



Some players do not allow dead wood to be layed off if someone gees Gin 

ssi issar may lay off any dead — - * » =s 



Appendix B— Glossary of Terms 

As a convenience to beginning Gin players, we have included this glossary 
containing terms used throughout the manual which might be unfamiliar. 



Dead Wood 



Draw 



Gin 

Knock 



Lay Off 



Cards left unmelded in a player's possession at the 
end of a hand. Dead wood may be played on an oppo- 
nent's melds unless the opponent has gone Gin. 

The situation existing when no player can knock or 
go Gin, and the stack of face-down cards Is depleted. 
No points are awarded any player in a draw. 

Holding all cards in a hand, with no dead wood left. 

To show a hand before going Gin, in hopes that no 
other player has less dead wood in his hand. In stan* 
dard Gin, a player may knock only when his hand con- 
tains ten or less unmelded points. 

To play any dead wood on another player's melded 
cards at the end of a hand. Reduces the number of 
points the player who lays off will be penalized when 
the hand is scored. 
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Meld Tnree or more cards of the same suit with con- 

secutive numbering (e.g., 3, 4, and 5 of Hearts), or 
three or more cards of the same value (e.g.. King of 
Hearts, King of Diamonds, and King of Clubs). 

P ' p A P° in | of scoring on a card. The 8 of Spades has 

eight pips, and the Queen of Diamonds has ten pips, 
making them worth eight and ten points, respective- 
Undercut To have fess unmelded points in possession at the 
end of a hand than the player who knocks. 

Up card The face-up card at the top of one of the drawing 

stacks. A player may choose this up card or a 
face-down card from the other drawing stack. 
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